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SPECIFICATION 
Gaming machine 

5 This invention relates to a gaming machine of 
the kind commonly known as a fruit machine, 
which at the end of a play initiated by oper- 
ation of a starting means by a player, a 
random combination of symbols, one from 
10 each of two or more groups of different sym- 
bols is indicated, winnings being credited an- 
d/ or paid out to the player in the event of the 
indicated combination of symbols being any 
one of a number of predetermined winning 

1 5 combinations, the starting means being either 
coin operated so that a play is started on the 
insertion of a correct denomination coin or 
coins (which term includes money tokens) or 
the machine may have a coin-freed means 

20 adapted on insertion of a correct denomina- 
tion coin or coins to render the starting means 
operative, a play then being started when the 
player operates a push button or handle. 
More particularly, the invention relates to a 

25 gaming machine which at least two players 
can play and compete against one another, in 
addition to each competing against the ma- 
chine. To achieve this, the machine credits 
each player's winnings for a predetermined 

30 number of plays, which may be one play 
each, or more than one play each, and the 
machine displays for each player the total 
winnings for a predetermined number of pre- 
vious plays. Thus, the player who has the 

35 most winnings credited at the end of the 

predetermined number of plays will have won, 
although each player may collect his winnings 
as displayed or share the total winnings out as 
agreed. Such a gaming machine will herein- 

40 after be referred to as being "of the kind 
specified". 

It will be appreciated that the machine may 
display the actual winnings in figures, e.g. 
30p, or may give another indication of the 

45 player's winnings, such as displaying points 
equivalent to the monetary winnings, or any 
other type of display. 

The invention has been devised primarily 
but not exclusively in connection with a gam- 

50 ing machine of the kind specified in which 
two or more groups of symbols are carried by 
the peripheries of a corresponding number of 
rotary drums or reels, the drums or reels 
being rotated on operation of the starting 

55 means and being arrested in random positions 
at the end of the game, so that a random 
combination of symbols is displayed through a 
window or windows in the housing of the 
machine. 

>0 However, the invention is also applicable to 
a gaming machine of the kind specified in 
which the symbols are projected onto a 
screen, or to a machine wherein the groups of 
symbols are displayed by a display panel and 

15 during a game, lamps disposed behind the 



respective symbols of each group are illumi- 
nated in sequence, a random combination of 
symbols remaining illuminated at the end of 
the game. 

70 The object of the present invention is to 
provide a gaming machine of the kind speci- 
fied in which the competitiveness between 
two player is enhanced. 
According to the invention, we provide a 

75 gaming machine of the kind specified having 
means to enable all or a proportion of the 
winnings credited to one player from a previ- 
ous game, or previous games, to be sub- 
tracted from said one player's winnings and 

80 credited to the other player. 

Jf desired, the machine may pay out win- 
nings to the players after each winning play in 
addition to displaying each of their winnings, 
in which case the competitiveness between 

85 the players would only be for amusement, 

although preferably the players may only col- ' 
lect their winnings as displayed at the end of 
a predetermined number of plays, i.e. a game 
so that each player may actually lose a pro- 

90 portion, or ali of his winnings, to the other 
player. 

In one embodiment, one player may elect 
to gamble his winnings against the other 
player when said one player has a winning 
95 combination of symbols and a gamble feature 
operates. The gamble feature may be oper- 
ated at random by the machine or upon a 
predetermined winning combination of sym- 
bols being displayed. 
1 00 Thus in the event of said one player win- 
ning his gamble, a proportion of any already 
credited winnings of the other player would 
be deducted and credited to said one player, 
but in the event of said one player losing, his 
105 winnings from that play would be credited to 
the other player. 

In an alternative embodiment, upon the 
appearance of a special symbol present on 
some of the symbols in any winning combina- 
1 10 tion of symbols in a game played by one 

player, the machine may be arranged to auto- 
matically deduct at least a proportion of any 
already credited winnings of the second player 
and credit them to said one player instead of 
115 or in addition to the winnings from the win- 
ning game. For example, a percentage of the 
win of the winning play may be deducted 
from the other player's winnings, or a percen- 
tage of the other player's already credited 
120 winnings. Where more than one special sym- 
bol is provided, for example one symbol on 
each group of symbols, the appearance of two 
such symbols in a winning combination of 
symbols in a play by the first player may be 
125 arranged to subtract a different proportion, 
e.g. all, of the winnings of the other player 
and credit them to said one player. 

The machine may be provided with a nudge 
and/or hold after win feature to further in- 
1 30 crease the chances of each of the players 
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obtaining a winning combination. 

The invention will now be described with 
reference to the accompanying drawings, 
wherein:- 

5 Figure 7 is a diagrammatic view of a first 
embodiment of a graming machine in accor- 
dance with the invention; 

Figure 2 is a diagrammatic view of a sec- 
ond embodiment of a gaming machine in 
1 0 accordance with the invention; and 

Figures 3 and 4 are diagrammatic views of 
another machine embodying the invention, 
operating in alternate modes. 

Referring to Fig. 1, a gaming machine 10 
1 5 has three reels 11,12 and 1 3, on the peri- 
pheries of which are marked a series of sym- 
bols, in the present case symbols depicting 
fruit such as berries, oranges etc., although 
any other symbols could be provided. 
20 Upon operation of a start mechanism, the 
reels 11,12 and 1 3 spin so as to bring 
different portions of their peripheries and 
hence different symbols into view through a 
window 15, 16, 17 respectively, and a stop 
25 mechanism stops* the reels at random so that 
one symbol from each reel 11, 12, 1 3 is 
displayed through its respective window. 

Upon predetermined combinations of sym- 
bols being displayed, (hereinafter called "win- 
30 ning combinations", the machine 10 will pay 
out winnings, (hereinafter called "fruit win- 
nings"), to a player, the amount of which will 
depend on the exact winning combination of 
symbols attained. 
35 Such machines are commonly known as 
fruit machines, and the drawings are only 
intended to diagrammaticaliy represent a typi- 
cal layout of machine, it being apparent to 
those skilled in the art that many variations of 
40 layout are possible. 

Further, although rotatable reels 11, 12, 13 
have been described, any other means of 
bringing different combinations of symbols 
into view could be used. For example, sym- 
45 bols could be projected onto a screen from an 
electronic rather than mechanical arrange- 
ment. Further, more than three reels or 
groups of symbols may be used if required, or 
only two. 

50 In the machine described, a panel 20 is 
provided to indicate all the possible winning 
combinations of symbols (although only one is 
shown), and the amount of the fruit winnings 
which will be paid out if a particular combina- 

55 tion is obtained. 

The machine 10 is coin-freed, that is to say 
that upon insertion of a correct denomination 
coin or coins (which term includes money 
tokens) the start mechanism is operable by 

60 means of a start button 21 and the number of 
plays of the machine for which coins have 
been inserted, i.e. the number of plays 
bought, are credited on a display 22. After 
each play, the number of plays credited for 

65 the value of coins originally inserted will be 



reduced, and hence the number of plays indi- 
cated by display 22 will be reduced. Of 
course, the exact monetary value of coins 
credited could alternatively be displayed 
70 which would decrease after each play. Alter- 
natively, the machine could be coin operated, 
that is to say the start mechanism would 
operate automatically upon insertion of a cor- 
rect denomination coin or sufficient coins. 
75 Such mechanisms are well known to those 
skilled in the art and hence further description 
is not considered necessary. 

The machine 1 0 shown is a two player 
machine. Thus, either before or upon insertion 
80 of the coin or coins, it is necessary to select 
either one player or two player operation. Two 
buttons 23, 24 are provided for this purpose, 
button 23 selecting one player mode, and 
button 24 selecting two player mode. The 
85 operation of the machine 10 will be described 
hereinafter in relation to two player operation, 
although it will be appreciated that the ma- 
chine may be played by one player if re- 
quired, competing against himself, 
go Thus a second credit display 22a is pro- 
vided on the right hand side of the figure, for 
the second player so that where two player 
operation is selected, half the plays bought 
will be credited to player one in display 22 on 
g5 the left hand side of the figure, and half to 
player two as indicated in display 22a on the 
right hand side of the figure. 

Each player also has a winnings indicator 
25 and 25a respectively, to indicate the 
100 amount of winnings obtained by the player 
during a game, i.e. over a predetermined 
number of plays. 

The players play alternately and upon each 
play, the number of plays indicated in display 
105 22 or 22a is reduced by one. 

Certain symbols on each reel 1 1 to 1 3 have 
an additional special marking, such as shown 
at 26 on reel 1 1 . Thus during play, upon a 
winning combination being obtained, the 
110 combination may or may not include a symbol 
with such a special marking 26. Upon a 
winning combination being obtained and such 
a special marking occurring in the combina- 
tion on any of the three reels, the machine 
1 1 5 operates as follows. 

In Fig. 1, it is assumed that player one, i.e. 
the left hand player, has just obtained a 
winning combination of symbols, for example 
three oranges for which the fruit win is 80p 
120 as indicated on panel 20. The fruit winnings 
are credited to player one by a sensing 
mechanism of the machine 10 sending a 
signal to player one's indicator 25 along a 
line 30, through an adder 40 which is de- 
1 25 scribed in more detail hereinafter, and a fur- 
ther line 31 as shown. However, a signal is 
also sent along a line 32 to a calculating 
means 33 which calculates a fixed percentage 
of the fruit winnings, for example 50%, i.e. 
1 30 40p. This amount is then subtracted from 
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player two's winnings, i.e., the right hand 
player, as indicated in his winnings indicator 
25a. Player one's fruit winnings (80p) and the 
amount subtracted from player two's winnings 
5 (40p) are then added together in adder 40 
and the total (£1 .20) is credited to player 
one. 

Upon subsequent plays, player two has a 
chance of recovering all or a proportion of his 

10 winnings which have been credited to player 
one if a special marking 26 occurs in a 
winning combination obtained by player two, 
or indeed player two may obtain some or all 
of player one's winnings depending on the 

1 5 value of the fruit winnings attained. 

If desired, if two or three special markings 
26 appear in a winning combination, the 
calculating means 33 may be arranged to 
subtract 100% of player two's winnings, or 

20 another different percentage, or even all of 
player two's winnings and credit them to 
player one. 

If insufficient winnings are indicated in indi- 
cator 25 or 25a for the correct percentage of 

25 the fruit winnings to be subtracted therefrom, 
all of the available winnings may be sub- 
tracted and/or if required the machine may 
have a memory to memorise what is owed by 
one player to the other, and automatically 

30 subtract the amount owed from any fruit 
winnings subsequently obtained by the one 
player and credit this to the other player. 

At the end of play, i.e. when neither player 
has any remaining credits displayed in display 

35 22 or 22a, the machine may pay out the total 
winnings indicated by both of the indicators, 
and the players may divide the winnings as ' 
indicated or otherwise, as they desire. 
The adder 40 and calculating means 33 are 

40 preferably both part of an electronic control 
means which controls the operation of the 
machine. 

Referring now to Fig, 2, a similar machine 
is diagrammatically shown and thus, like parts 

*5 are indicated by the same reference numerals. 
However, instead of a fixed percentage of the 
fruit winnings being deducted from, for 
example, from player two and credited to 
player one, when a special marking 26 ap- 

50 pears in a winning combination of symbols, a 
percentage of player two's winnings indicated 
by indicator 25a are subtracted. This is 
achieved by a signal passing along a line 51 
from a sensing means of the machine, which 

>5 senses marking 26 is present in the winning 
combination, to a subtractor 52 which senses 
the amount of player two's winnings via line 
53 indicated by indicator 25a, and subtracts a 
fixed percentage, e.g. 50% of these via line 

i0 54. The fruit winnings, (e.g. again 80p) and 
the subtracted amount, are then added to- 
gether in an adder 40' and the total credited 
to player one. 

Either of the machines described with refer- 

5 ence to Fig. 1 or Fig. 2 may have additional 



features, such as a nudge feature which oper- 
ates at random and is commonly provided on 
many machines to enable one or more of the 
reels 1 1 , 1 2, 1 3 to be nudged after the reels 
70 have been stopped to bring the next symbol 
into view, and/or a hold feature which oper- 
ates at random so that one or more of the 
reels 1 1, 12, 13 may be held whilst the 
remaining reel or reels is/are spun during a 
75 subsequent play, in both cases to increase the 
player's chances of obtaining a winning com- 
bination. 

It will be appreciated that where a hold 
feature is provided, as player one and player 
80 two play alternately, that this would signifi- 
cantly increase a player's chance of recovering 
some or all of his winnings as credited to the 
other player. 

A special feature may be provided so that if 
85 for example two or more special markings 26 
occur in a winning combination, all three reels 
11, 12, 13 may be held if a winning combi- 
nation is achieved. 

Referring now to Figs. 3 and 4, another 
90 machine incorporating the invention is shown. 
Again similar parts are indicated by the 
same reference numerals and it is again as- 
sumed that player one, i.e. the left hand 
player, has achieved a winning combination of 
95 symbols on the reels 11, 12, 13. 

However, none of the reels 1 1 to 1 3 have 
any special marking such as marking 26 of 
the machines of Figs. 1 and 2 but rather the 
machine has a built in random feature so that 
100 upon randomly determined winning combina- 
tions, the following special feature operates, 
enabling a winning player to gamble his fruit 
winnings against the other player. 

Upon the machine randomly selecting this 
105 special feature, an operating button 60 will be 
illuminated to indicate to the winning player, 
in the example player one, i.e. the left hand' 
player, that he has the opportunity of gam- 
bling his winnings. If he choses not to gamble 
1 1 0 within a set time, say five seconds, then his 
fruit win is simply credited to him by adding 
the fruit winnings to the amount already indi- 
cated by indicator 25. 

If however, he choses to gamble his win- 
1 15 nings, i.e. he presses button 60, and the 

machine will randomly select whether he wins 
or loses. Fig. 3 illustrates the case where he 
wins and Fig. 4 where he loses. 

Referring to Fig. 3, a signal is sent via a 
120 line 61 from the gamble feature 60 to a 
"win" indicator 62 which subtracts an 
amount equivalent to the fruit win from player 
two's winnings as indicated by his indicator 
25a via lines 63 and 64 and the amount 
125 subtracted from player two's winnings and the 
fruit win one added in an adder 40" and 
credited to player one's winnings as indicated 
by his indicator 25, via line 65. 

Referring now to Fig. 4, in the event of 
1 30 player one losing the gamble, a signal is sent 
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via a line 66 to a "lose" indicator 70 which 
takes the fruit win and credits it to the win- 
nings already indicated in player two's indica- 
tor 25 a via line 71 . 

Various modifications are of course possible 70 
to the machine described with reference to 
Figs. 3 and 4. For example, if desired a 
special marking may be provided on one or 
more of the reels 11, 12, 13 which when 
displayed as part of a winning combination 75 
causes the gamble feature to operate. 

Further, instead of having to gamble the 
entire fruit winnings, a facility may be pro- 
vided on the machine to enable a player to 
1 5 gamble only a proportion of his fruit winnings. 80 
Again, nudge and hold features may be pro- 
vided if required. 

CLAIMS 

20 1 - A gaming machine of the kind specified 
having means to enable all or a proportion of 
the winnings credited to one player for a 
previous game, or previous games, to be 
subtracted from said one player's winnings 

25 and credited to the other player. 

2. A machine according to Claim 1 
wherein the machine pays out winnings to the 
players after each winning play in addition to 
displaying each of their winnings. 

30 3. A machine according to Claim 1 

wherein the machine pays out winnings to the 
players, as displayed, only at the end of a 
predetermined number of plays. 

4. A machine according to any one of 

35 Claims 1 to 3 wherein a player may elect to 
gamble his winnings against the other player 
when said one player has a winning combina- 
tion of symbols and a gamble feature oper- 
ates. 

40 5. A machine according to Claim 4 
wherein the gamble feature is operated at 
random by the machine. 

6. A machine according to Claim 4 
wherein the gamble feature is operated upon 

45 a predetermined winning combination of sym- 
bols being displayed. 

7. A machine according to any one of 
Claims 1 to 3 wherein upon the appearance 
of a special symbol present on some of the 

50 symbols in any winning combination of sym- 
bols in a game played by one player, the 
machine is arranged to automatically deduct 
at least a proportion of any already credited 
winnings of the second player and credit them 

55 to said one player instead of or in addition to 
the winnings from the winning game. 

8. A machine according to Claim 7 
wherein a percentage of the win of the win- 
ning play is deducted from the other player's 

60 winnings, or a percentage of the other play- 
er's already credited winnings. 

9. A machine according to Claim 7 or 
Claim 8 wherein more than one special sym- 
bol is provided, and on the appearance of two 

65 such symbols in a winning combination of 



symbols in a play bu the first player the 
machine subtracts a different proportion of the 
winnings of the other player and credits them 
to said one player. 

10. A machine according to any one of 
Claims 1 to 9 wherein the machine is pro- 
vided with a nudge and/or hold after win 
feature. 

11. A machine substantially as hereinbe- 
fore described with reference to and as shown 
in Fig. 1 or Figs. 3 and 4 of the accompany- 
ing drawings. 

1 2. Any novel feature or novel combina- 
tion of features disclosed herein and/or as 
shown in the accompanying drawings. 
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